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'Set up' ishe run block that
will only run one time.

Create a variable and call it:
'brightness'

Count from 1 to 10 by 1's, save
the current count to the variable
called 'q'

Delay (1000 = 1 sec)
Allows the previous action to
continue for delay duration.
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3 functions are defined here,
one for each LED setting.
Functions are useful and can be
called again and again and can
work with other functions.

Both LEDs have a range €195
R=Red

G=Green

B=Blue

This solid red for both LED
lights only uses the setting
R=255
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'Set up' is the run block that
will only run one time.

Buzzer functions are built in to FlipCode
and can either use buzz frequency or the
presetones, as shown here.

These Buzzer functions have a
duration setting. Similar the
delay function in the first one.

The Buzzer has a frequency range of very
high to very low so you can st find
your own note.
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'‘Loop' is the other run block that will run again
and again, continuously, but only after the 'Set up’
completes its single run.

We are not using the 'Loop’ this time.

You must use one or both of tmasdlocks to

make the code and robot work.

This 'drive and rev' function will call
each of the other functions.

The 'Delay' function is set to the 'delay' variable vall
of 300 to allow the robot to move.
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DC motors on the bottom of the
FlipRobot are set up facing opposite
directions so thadirection must be set
accordingly.

Note:

Speed is also in a range-866. DC motors
require enough power to turn, so | usually set it
between 10P55.

Each motor may need to be adjusted here by
setting the individual power of each side. This
may be necessary to makd-tipiRobodrive

in a straight line.
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The 'reverse' function sets both DC
motorstirection®pposite of the 'drive’ directions.

The 'spin' function sets both the wheel DC motors
to clockwise. Because the motors are mounted
facing the opposite directions RifgRobot

should spin in a tight circle.

The 'stop’' function sets both the wheel DC motors
values to 0.

Random Number is a fun function. Here it is
choosing a random turn time forRlERoboto
turn

10



Si=anUp
p2gethey

STEAM Up 2gethelISTEAM Learning for A Sustainable Future

Let's put it all together and add some bells and whistles.

'‘Set up' will only run one time so we are using it to
Initialize the variable values.

The code is in the 'Loop' block so itnil again

and again.
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